Abstract: HostelLand. Boardgame teatral is one of the most recent productions at Teatru Fix in Iaşi, a project that has been made in collaboration with Asociaţia Addarta. This paper will focus on the work methods used in the creative process and the performance form that has resulted -a form that is based on several rules that belong both to the principles of the boardgame that has been created, and to the way in which we interact with the audience. Director Alex Iuraşcu's decision to structure the performance as a game generates a context in which audience participation is a factor that doesn't only determine the way in which the performance takes place, but the very possibility of it taking place. A risky endeavour, one might say, but one that, up to this moment, has proven functional every time. The spectators have to become actants, alike the performers, and they gradually go from their role as (active or passive) players to that of citizens who are involved in a debate on the new laws of a state -the fictive, independent state HostelLand, a community formed by the boardgame players.
HostelLand. Boardgame teatral
1 is one of the most recent productions at Teatru Fix in Iaşi, a project that has been made in collaboration with Asociaţia Addarta. The task of discussing this performance objectively is made slightly difficult because of my direct implication in the creative process, as a performer. However, this apparent obstacle can be turned into an advantage, and the eventual deviations from the requisite critical distance can be compensated by the added "inside" information, given the fact that the aim of this paper is that of analysing a type of performance structure, and not reviewing the production. Therefore, the discourse will focus on the work methods used in the creative process and the performance form that has resulted -a form that is based on several rules that belong both to the 1 Cast: Alexandra Cantemir, Eduard Fiuciuc, Alexandru Dobynciuc; Staging: Alex Iurașcu; Dramaturgie: Camelia Duda and Alex Iurașcu; Light design: Alexandru Amargheoalei; Graphic design: Andrei Cozlac. The first public tester took place on the 14 th of May, 2018, at Addarta, Iaşi. The official opening night: the 9 th of June, 2018, at Centrul de Teatru Educaţional Replika, in Bucharest, as part of the program "Poveşti la Replika". principles of the boardgame that has been created, and to the way in which we interact with the audience.
Director Alex Iuraşcu's decision to structure the performance as a game generates a context in which audience participation is a factor that doesn't only determine the way in which the performance takes place, but the very possibility of it taking place. A risky endeavour, one might say, but one that, up to this moment, has proven functional every time. The spectators have to become actants, alike the performers, and they gradually go from their role as (active or passive 2 ) players to that of citizens who are involved in a debate on the new laws of a state -the fictive, independent state HostelLand, a community formed by the boardgame players.
The performers have various tasks, which help shape the three reference frames of the entire construct: the 1 st frame is that of the boardgame, in which the performers moderate the players' transactions; the 2 nd frame, which is completely fictional and is based on a fixed dramaturgy, consists of situations that take place in a hostel that belongs to four friends, three of which are actually present (doorkeeper, receptionist, maid); the 3 rd frame (placed in the liminal area between the other two) is the one in which game tasks are solved through the involvement of the active players in minimal verbal or physical actions, while the performers deliver monologues (dependant on the character cards the players have activated) or perform live songs. The text used in this frame resulted from the editing of a real material: the answers we received to a questionnaire on the subject of the situation of Romanians who choose to emigrate. This theme organizes the discourse of the first round of the game, in which all the situations have to be solved through the active players' involvement.
The second round, organized in debate form, stimulates the involvement of all of the players in a dialogue on several matters of public concern (which are presented in the form of referendums that are held by the staff of the hostel, turned into the community's governing structure). The players have the freedom of treating these topics (which are taken from our country's public space, but formulated in such a way that we move the emphasis from the outer manifestations of the particular case to the general principles at the root of these social problems) in any way they choose, be it treating the matters with low-key derision, or opting for the opposite and passionately engage in polemics. The performers mediate the dialogue, not forcing it in any direction -but they do stimulate the players, if they do not start the debate on their own, and they temper spirits if the polemic risks to turn into a conflict.
We reached this form gradually, through discussions and tests. The work stages have overlapped since the beginning: the base rules of the game were outlined while the questionnaires on the emigrants' situations were still being disseminated and analysed; the dramaturgy of the 2 nd and 3 rd performative frames was created when we started testing and adjusting the boardgame. The fixed part of the dramaturgy of the 1 st frame was finalized at the same time as the rules and levels of the game, as we started establishing the series of problem situations in the hostel that could generate the activation of the players' character cards. The rules for how players interact and how the performers interact with them were finalized during the first public testers 3 , which were followed by discussions between the creative team and the spectators/players.
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The text is a resource that has to always adapt to the spectators' reactions, as they are encouraged to ask, they have to make transactions (changing cards or paying to acquire them from other players -at the beginning of the game, they are given play money, in HostelLand currency) in order to get the resource cards, they need for activating their character cards. They are also encouraged to talk to the performers in some of the moments in the 3 rd performance frame, and one of the songs requires the vocal participation of the three players who activate their Priest cards to solve the situation "The cemetery has to be consecrated." The lyrics of this song are a synthesis of the answers given to some of the questions in the aforementioned questionnaire which asked for details on how many of the respondents' relatives and friends have emigrated and the reasons for their decision.
The character and resource cards we hand out to the players were chosen after a discussion that focused on: basic professions in a society; (respected or mocked) figures in our country; situations that could appear in a hostel and the professionals that would be able to solve them. Therefore, aside from control agents, doctors, IT professional etc., we also have Day Laborers. The number of Day Labourer cards that are handed out is not enough -the last situation of the first round of the game could only be solved by a Day Labourer, and none of the players has this card anymore. This is a way to restate the connection to the real-life situation (workforce emigration), which is referred to in all of the monologues, including the one delivered by Eduard Fiuciuc when the last Day Labourer card is activated for solving a situation that is identical to the one at the end of the first round: the waste pipe breaks.
The syntagma used in the performance text is… more colloquial. It was obvious that it had to be used (both as text and as pretext for generating a situation) since the analysis of the questionnaires. One of the questions asked the respondents to describe Romania using only a couple of words. The afore-implied colloquial expression had such a great frequency of apparition that not only could we not choose to avoid it, but we had to develop something from it, and it has even become the leitmotif of the lyrics of the song that marks the transition from the first to the second round of the game -which starts with redistributing the game cards.
These are taken from the players, during the first round, as they activate their character cards in order to solve different situations. The players hand out their character cards and the resource cards they have used for character activation, and they receive payment for the task their characters solve in the game storyline. Before moving on to the second round, two new characters appear: The Garbage Collector and The Professor. These cards are acquired by the players after an auction. Their task is that of selling to the other players all the resources and, respectively, character cards that were used in the first round (a reference to the professional requalification process many expats -and not only them -have to go through).
The transition between the rounds changes the rapports between the players and, also, between the players and the performers. The players are given more and more control of the situation (using one of the rules we state at the beginning of the game -"You are the ones who establish the prices" -and making them take responsibility, as The Garbage Collector and The Professor have to sell all of the card games), and they basically have 8 minutes of unmediated interaction (5 minutes for selling the cards, followed by 3 minutes in which they can freely exchange cards in order to acquire the resources they need for activating character cards). During the redistribution of the game cards, the spectators usually create strategies for approaching the following round (which they don't yet know is going to consist of debates), they have preferences when buying cards (given the fact that they notice, during the first round, which are the characters that receive bonuses and bribes from the performers). They have the expectation that the performance will continue as before and the atmosphere is quite relaxed and joyful.
All this is necessary for encouraging active participation in what follows: a series of discussions on important, delicate matters, that require taking a stand. The topics are formulated as legislative proposals that have to undergo public debate, and "referendums" are organized. At the same time, the players are reminded that they can propose alternatives to the variants given by the "governing power", in order to create a "state policy" that aligns to their own principles. The subjects that are up to debate vary from the stigmatization of (un)vaccinated children, to homophobia, attitudes toward religion, or sexual education, and they are debated by heterogenous groups, so that we have rarely had the situation of an easy consensus, and unanimity has always lacked.
The spectators/players can participate in the debate no matter if they have character cards and the resources required for activating them. However, those who can activate cards are rewarded with play money and there are also two moments that pause the debate: a situation card announcing that every player will receive 100 # (the currency in HostelLand) and a second one that marks a quick transition to the narrative frame of the hostel. "The phone rings" with the news that the Boss's new-born child has just died, mirroring the first situation card from the first round of the game, which announced that the Boss rang to say he cannot come to the hostel, as he was on his way to the maternity with his wife.
These breaks from the context of the debate remind the performance context in which the dialogue takes place -a context that, more often than not, is forgotten by the spectators/players as soon as they hear the text of the first "referendum". In front of people with different mentalities whom they probably see for the first time ever and have to talk with on difficult topics, the players state and argue principles that guide their social existence. Therefore, it is necessary to remind them of the context in which they have this conversation, in order to maintain a relaxed attitude, a tolerance for Otherness. Especially given the fact that the perpetuation of a rigid, intolerant, egocentric thinking pattern is one of the reasons identified by the respondents of the initial questionnaire for the current situation in Romania.
HostelLand creates a context in which we can analyse, debate, ironize our small and greater flaws -in terms of thinking stereotypes, intolerant attitudes, ways of social existence in the marvellous Carpathian-DanubePontic space… Starting as a game, the dialogue sparks easily, and, for more than an hour 4 , the citizens of the small community established during the performance have the chance of reaching out to people with different mentalities, to the extent that they wish to engage in this type of communication.
